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_ | For each machine, we selected eight 


_typical game cartridges, including some 
| adaptations of current arcade games. 


-| Each panelist spent two evenings with 


each machine and its eight games, and 
then filled out a questionnaire. After 
| evaluating all four machines, panelists 


= | filled out a final questionnaire that asked 


| which machine and which games they 
| liked most and least. 


oratory to get an idea of what the games 
offered. As a backup, our testers also 
played the games that the panelists had 
| evaluated. 


Arcade, the Astrocade ($300) currently 
offers a selection of about 25 games— 
fewer than the Atari or the Intellivision. 


| Several panelists noted that drawback. 
| Nevertheless, the Astrocade was the pan- 


elists’ clear favorite among the four ma- 
- chines. te: 

The Astrocade provides detailed, col- 
| orful graphics and versatile sound effects. 


| Its unique controllers are shaped like pis- 
| tol grips: You fire with a trigger while 

_ || using your other hand to move a stubby 
| rotary control knob that doubles as a joy- 


stick. Panelists found the controls easy to 
operate. 0 
You select game variations and skill 


| levels either by pressing keypad buttons — 


on the console or by manipulating the 


| hand controller, That’s a convenient set- 


| up; it lets you change programs from a 

_ chair, without having to get up to go to 
the console. one | 

The Astrocade is the only machine 


| whose instructions don’t recommend 


shutting off the power before changing 


| Astrocade’s pistol- rip controllers were easy 


“| to use. In Incredible Wizard, an archer 


takes aim at a variety of unfriendly crea- 
tures, both visible and invisible, in a maze. 


“CONSUMER REPORTS 


precise, consistent control of the action, 


Meanwhile, testers—electronics engi- 
neers and technicians—were trying out a - 
host of other game cartridges in CU’s lab- 


A video game should give the player } 


Formerly sold as the Bally Professional — 
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we think. Objects on the screen should 
move smoothly, without machinelike 
jerkiness. The graphics should suggest 
animated cartoon characters, not stick- 
figures. And the sounds should be appro- 
priate to the action and amusing or excit- 
ing, rather than simplistic beeps and 
buzzes. 

A typical game pits you against the 


machine itself. Some of the games, espe- 


cially those based on sports, let you com- 
pete directly against another player. 
Most of the popular games have a feature 
that helps prevent boredom: The longer 
you play or the higher your score, the 
harder the game becomes. Another desir- 


-able feature-is a choice of skill levels. At 


_ | Astrocade: Superior graphics and sounds 


game cartridges; that makes the awkward 
location of the power switch, on the rear 
panel, much less of an inconvenience. 


You can unplug the hand controllers for 


easy replacement. If you buy two addi- 
tional controllers ($40 a pair), you can 
accommodate four players in some of the 
games. eas 

A handy compartment in the machine 
can hold up to 15 cartridges, though not 
their instruction booklets. Alternatively, 
you can store the hand controllers there. 

The Astrocade has three games plus a 
simple calculator built into the console. 
In one of the games, somewhat as in the 
arcade game Tron, you maneuver a con- 
stantly moving dot across the screen; the 
dot leaves a trail that can’t be crossed. 
Another built-in game is a doodle pad for 
up to four people; the hand controller 
lets you adjust the color and thickness of 
the “pen” stroke, which you then guide 
across the screen. 7 

Here is a rundown on the eight Astro- 
cade games the panelists tested: 


Amazing Maze/Tic-Tac-Toe ($25). You 
race through a maze against the computer or 
another player. The maze changes every time 
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Football: The instructions say: “Complete 
a pass up the middle for a first down,” at- 
tempt an end run or “razzie dazzle.” 


the easiest level, there may be fewer haz- 
ards, or the game’s action may be slower. 
As your skill improves, you can set the 
game to progress to more-difficult skill 
levels. 

On the pages that follow, we discuss 
the four machines in alphabetical order. 
We also discuss, for each machine, the 
eight games that our panelists evalu- | 
ated—and we give capsule summaries of 
other games, including some from inde- 
pendent manufacturers. The games, too, 
are in alphabetical order. In all instances, 
prices are as quoted by the manufacturer 
but they’re generally discounted by 20 to 
25 percent. Cartridge makers are noted | 
where they are different from the maker 
of the console. | 


you play, and you can select from among three 
skill levels. Maze lovers may like the game. 
Tic-Tac-Toe is the familiar old game, but you 
play on the TV screen against the machine, 
rather than against another player. 

Bally Pin ($30). Our panelists thought it a 
pretty good simulation of a pinball machine. It | 
includes electronic “flippers,” scoring bo- 
nuses, and the like. 

Football ($30). The plays are quite realistic; | 
the offense can run, pass, or kick, and the 
defense tries to tackle the ball-carrier or inter- 
cept a pass. Up to four players can compete on 
two teams. Sound effects include fanfares and 
cheers. plete 

Galactic Invasion ($30). Similar to the 
arcade games Galaxian and Space Invaders, 
this presents hordes of alien ships hovering in 
formation above your missile launcher. Inter- 
mittently, they peel off and dive at you singly 
or in groups, and you must either avoid them 
or destroy them. Our panelists found the game 


fun. 

Incredible Wizard ($35). This was the pan- 
elists’ clear favorite of all the games they 
tested. An adaptation of the arcade game W iz- 
ard of Wor, it pits your arrow-shooting hunter 
against a variety of unfriendly creatures roam- 
ing a maze. As soon as you clear the maze, a 
new and more difficult one appears. A “radar” 
screen shows the locations of invisible ene- 
mies. Two players can team up against the 
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Space Fortress: “You're being attacked by | 
alien ships from all directions. You destroy 
some—but they keep coming faster... .”? 


543 


creatures, but direct hits are scored individual- 
ly. The two archers can even accidentally 
shoot each other. 

Space Fortress ($30). Your base is attacked 
randomly from all sides by alien ships. Occa- 
sionally, a kamikaze ship zips on-screen. The 
game includes unusually colorful explosion 
effects, as weil as action that gets faster and 
faster, 

Tornado Baseball/Tennis/Handball/ 
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Hockey ($30). 5 sc baseball version is reasona- 
bly good. You control the pitching and the 
batting, but you can’t control the fielders indi- 
vidually. The other sports games are no better 
or worse than most competing versions. A 
couple of panelists loved this cartridge, a cou- 
ple hated it, and most were lukewarm. 

250 ZZZap/Dodgem ($25). Our panelists 
found this car-race game unrealistic, unin- 
spired, and dificult to control. | 


Our testers also checked out an addi- 
tional cartridge that was not evaluated 


by our panelists: 


Bally Basie (included with Astrocade ma 
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the computer language “Basic. 


